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(54) SHOOTING GAME DEVICE 

(5 7) Abstract: 

PROBLEM TO BE SOLVED: To provide a shooting 
game device capable of changing over a screen in an 
arbitrary direction and of recognizing target images 
which have been out of the screen, thereby enabling 
various expressions having a high degree of freedom and 
image actions to be made by an improved game 
performance. 

SOLUTION: This game device comprises a display 1 
having a display screen 5 for displaying an enemy as a 
target image for a game; an image data storing section 
which stores a plurality of main image data including a 
forward target image element, a leftward target image 
element as well as a rightward target image element, and 
a plurality of auxiliary image data indicating an outline 
of these main image data; a shooting gun 3 directed to 
the display screen to be operated by a player; a left foot 
pedal 4A and a right foot pedal 4B disposed near this 
shooting gun so as to be operated by the player's feet; 
and a control section for having any one of the respective 
main image data and respective auxiliary image data within the image data storing section 
displayed on the display screen, by successively selecting them according to the operation of the 
shooting gun and the operation of either the left or the right foot pedal. 
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CLAIMS 



[Claim(s)] 

[Claim 1] Shooting game equipment characterized by providing the following. A display means 
to have the display screen for displaying the target picture for games. The storage means which 
memorized two or more auxiliary image data which memorizes two or more main image data 
which consists of the front target picture element for games, a left target picture element, and a 
method target picture element of the right, and expresses the outline of these main image data. 
The shooting gun for play person operation formed towards the display screen of the 
aforementioned display means. Control means on which choose either the left, a right target 
picture element and each auxiliary image data as serial according to operation of operation of the 
aforementioned shooting gun and the aforementioned left, and a right leg pedal, and it is made to 
display with the aforementioned display means front [ in the left leg pedal for play person step 
operation and right leg pedal which have been arranged near this shooting gun, and each main 
image data within the aforementioned storage means ]. 



DETAILED DESCRIPTION 

[Detailed Description of the Invention] 
[0001] 

[The technical field to which invention belongs] this invention relates to shooting game 
equipment equipped with the game which shoots at him and beats an enemy, before receiving an 
attack from the enemy who is a target picture. 



[0002] 

[Description of the Prior Art] For example, as a kind of a gun game, the enemy who are two or 
more target pictures appears at the distant place of a 3-dimensional field screen, and the state of 
moving forward and approaching to the enemy copies out at first. Since an attack is received one 
by one by the position, there is a shooting game which doubles, shoots at it and pushes down 
collimation by the shooting gun for play person operation at an enemy before these enemies' 
attack. 

[0003] As structure which faces up to an enemy, the bullet at which it shot subtracted the trigger 
of a shooting gun, and when the light emitted as an enemy is detected by the photosensor 
prepared in the muzzle at the nose of cam of a gun (i.e., when the aim coordinate to which the 
extension wire of the direction of a barrel of a muzzle intersects a screen, and a target's 
coordinate are in agreement), it is judged as the hit. 
[0004] 

[Problem(s) to be Solved by the Invention] By the way, since the fun of game nature is increased, 
if the enemy exists out of a screen it not only expands and copies out, but, it comes out of two or 
more enemies all over a screen suddenly so that it may approach one by one from a distant place 
and an attack is devised, force will come out further. 

[0005] However, only the enemy in the displayed screen can recognize and attack for the side 
(play person) which receives an attack, but since existence of the enemy outside a screen cannot 
be recognized at all, in response to an attack, it will lose easily, and only the result of a 
dissatisfied leg is obtained. 

[0006] Therefore, while possible, then game nature increase shooting as the enemy outside the 
screen can be recognized, before receiving an attack, holding the conditions of an enemy existing 
and approaching also out of a screen, sufficient degree of satisfaction will also be obtained. 
[0007] By this invention being made paying attention to the above-mentioned situation, and 
enabling it to recognize the target picture which the place made into the purpose had the screen 
switched in the arbitrary direction, and was outside the screen till then, flexibility is high, 
colorful expression which has movement also pictorially can be performed, and it is going to 
offer the shooting game equipment which raised game nature. 
[0008] 

[Means for Solving the Problem] In order to satisfy the above-mentioned purpose the shooting 
game equipment of this invention A display means to have the display screen for displaying the 
target picture for games as a claim 1, The storage means which memorized two or more auxiliary 
image data which memorizes two or more main image data which consists of the front target 
picture element for games, a left target picture element, and a method target picture element of 
the right, and expresses the outline of these main image data, The shooting gun for play person 
operation formed towards the display screen of the aforementioned display means, The left leg 
pedal and right leg pedal for play person step operation which have been arranged near this 
shooting gun, Front [ in each main image data within the aforementioned storage means ], it is 
characterized by providing the control means on which choose either the left, a right target 
picture element and each auxiliary image data as serial according to operation of operation of the 
aforementioned shooting gun and the aforementioned left, and a right leg pedal, and it is made to 
display with the aforementioned display means. 

[0009] By adopting a means to solve such a technical problem, the direction of the display screen 
can be switched arbitrarily, and it can shoot at the target picture which was outside the screen till 
then, and does not waver towards a target picture not being. 
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[0010] 

[Embodiments of the Invention] Hereafter, with reference to a drawing, the form of operation of 
this invention is explained in detail. 

[001 1] Drawing 1 shows shooting game equipment. This shooting game equipment consists of 
left leg pedal 4A which is arranged by fixing to the upper surface section of the platform 2 which 
estranges with display 1 and this display 1, and is arranged, and this platform 2 and which is 
arranged here at two dishes of shooting guns 3 and 3, and feet of the above-mentioned platform 2, 
and right leg pedal 4B. 

[0012] The above-mentioned display 1 has the display screen 5 which is a large-sized screen, and 
the sound generator which consists of a loudspeaker which is not illustrated is held in the interior. 
Into the above-mentioned platform 2, the control section mentioned later is contained and it 
connects electrically through cables, such as the above-mentioned display 1, the shooting guns 3 
and 3 and left, and the right leg pedals 4A and 4B. 

[0013] Right and left of a platform 2 are equipped with the above-mentioned shooting gun 3 a 
total of two dishes so that two play persons can play simultaneously. The left and the right leg 
pedals 4A and 4B are estranged and arranged at the right-and-left both sides of a platform 2, are 
the legs of a play persons own right and left, and fit breaking in each pedal 4A and 4B. 
[0014] In addition, since this shooting game equipment is aimed at the so-called arcade game 
which plays for pay, the charge injection board 6 is formed in the front face of a platform 2, and 
it can play in the range of a predetermined time or a predetermined score by injecting a 
predetermined charge. 

[0015] The electric block circuit of the outline of this shooting game equipment is shown in 
drawing 2 . 

[0016] Ten in drawing is a control section and sends a control signal to the display 5 which is the 
aforementioned display screen, and the aforementioned sound generating section 1 1 containing a 
loudspeaker. 

[0017] The aforementioned control section 10 transmits and receives the image data storage 
section 12 and a signal. This image data storage section 12 has memorized two or more main 
image data which consists of the front target picture element for games, a left target picture 
element, and a method target picture element of the right. And two or more auxiliary image data 
showing the outline of each [ these ] main image data is memorized. 

[0018] The gun aim position detecting element 12 detects the aim position on the screen at the 
time of receiving the aforementioned shooting gun 3 and the signal from the gun aim position 
detecting element 12, and shooting by the shooting gun 3, and the aforementioned control section 
10 processes it on a screen according to the detecting signal. 

[0019] Furthermore, the control section 10 is connected with aforementioned left pedal 4 A and 
right pedal 4B. These left and the right leg pedals 4A and 4B enable the change of the display 
screen 5, when a play person breaks in so that a switch function may be had and mentioned later. 
[0020] Below, the contents of an actual shooting game are explained. 

[0021] As shown in drawing 3 , the situation of the front which is Course A copies out on the 
display screen 5 as the 3-dimensional field at first. That is, that it should express that a play 
persons look is turned.ahead, it is set up so that the sense of Camera C may be the front of (1). 
[0022] And Camera^ moves forward and the display screen 5 changes so that a play person may 
walk to the front. Ahead the enemy F who is a target target appears soon, and Enemy's F figure is 
gradually expanded with advance of Camera C. 

[0023] Then, a play person shoots, before it establishes the above-mentioned shooting gun 3 and 



Enemy F fires aim according to Enemy F. If Enemy F is beaten, predetermined processings -- a 
fixed score is added — will be performed. Moreover, even if it shoots, when not hitting Enemy F, 
it must shoot any number of times and Enemy F must be beaten. If it is shot by Enemy F and the 
mark is naturally hit before beating Enemy F, a play person will be beaten, and predetermined 
processing of subtracting from a score is performed. 

[0024] Drawing 4 shows the usual display screen 5 in the state where the play person who is 
Course A has not broken in the right-and-left leg pedals 4A and 4B. This display screen 5 
consists of display window 5C for displaying the enemy graphic characters R and L which blink 
when an enemy exists in auxiliary screen 5B of the shape of a radar screen displayed on the 
upper right corner of main screen 5 A which the enemy F who establishes scenery and a gun and 
moves expands gradually, and this main screen 5 A, and right-and-left both the exteriors of main 
screen 5 A. 

[0025] That is, main screen 5A copies out the front target picture element which are two or more 
main image data memorized by the image data storage section 12, a left target picture element, 
and the method target picture element of the right according to control of a control section 10. 
[0026] The aforementioned auxiliary screen 5B is the display for knowing a distribution of the 
enemy who is in a play person's surroundings, and copies out the auxiliary image data which is 
the outline of the main image data memorized by the aforementioned image data storage section 
12 according to control of a control section 10. 

[0027] In this auxiliary screen 5B, a play person gets down to the center of a circle, and it is set 
up from a center that acute-angle-like within the limits is the visual field range of the play person. 
The double Daimaru mark is an enemy in the screen which is going to turn a muzzle to a play 
person and is just going to attack a play person, the mere Daimaru mark is an enemy in the 
screen which is going to attack a play person after a predetermined time, and a small round mark 
expresses the enemy outside the screen which is going to attack a play person after a 
predetermined time. 

[0028] It can recognize now that an enemy appears to the method of the external right of the 
display screen 5, or the left, and a play person approaches it gradually by such a display of 
auxiliary screen 5B, and blink of the enemy graphic characters L and R in display window 5C. 
[0029] For example, if it is going to check that an enemy exists leftward and is going to attack 
this enemy, a play person will break in left leg pedal 4A. As again shown in drawing 3 , Camera 
C switches leftward which is the direction of (2), and copies out Enemy L. That is, a play person 
becomes a setup which turns toward left-hand side. 

[0030] As shown in drawing 5 , main screen 5 A of the display screen 5 switches to the screen of 
the direction where the play person turned. It expresses with auxiliary screen 5B that the visual 
direction of the play person who is the acute-angle direction changed to left-hand side, and the 
screen switched. Moreover, the character R which means that an enemy exists in a play person's 
method of the right in this state is indicating by blink. 

[0031] Then, a play person has to double and shoot at aim of the shooting gun 3 to the enemy L 
before Enemy's L attack. It is same that predetermined processings, such as subtracting from a 
score, will be performed if the play person itself is beaten before adding a fixed score and 
beating Enemy L, if Enemy L is beaten also here. 

[0032] What is necessary is just to separate a leg from left leg pedal 4A which had broken in till 
then, in order to switch the display screen 5 to the course A which is the original front screen. 
And if it checks that an enemy exists in the method of the right from blink of the enemy graphic 
character R of auxiliary screen 5B and display window 5C, a play person will break in right leg 
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pedal 4B. 

[0033] As again shown in drawing 3 , toward the (3) directions, Camera C serves as a display to 
which a play person turns toward the method of the right, doubles aim of the shooting gun 3 to 
the enemy R before Enemy's R attack, and it shoots. What is necessary is just to separate a leg 
from right leg pedal 4B which had broken in till then, in order to return to the course A which is 
a front screen again. 

[0034] In addition, a series of game operations until it checks existence of the enemy R of right- 
and-left both sides other than a transverse plane and Enemy L and beats the enemy from blink of 
the enemy graphic characters R and L of auxiliary screen 5B and display window 5C can be 
explained from the flow chart of drawing 6 . 

[0035] In Step SI, all the enemies that exist in the 3-dimensional field in auxiliary screen 5B of a 
display screen 5 upper-right corner are displayed. That is, the auxiliary image data in the image 
data storage section 12 is pulled out and displayed. 

[0036] It judges whether next, it moved to Step S2 and got into left leg pedal 4A. If it is Yes, it 
will move to Step S3, and the contents of a display of main screen 5 A in the display screen 5 are 
switched to a left-hand side picture pattern. That is, the left target picture element of the main 
image data in the image data storage section 12 is pulled out and displayed. 
[0037] If it is No at Step S2, it will judge whether it moved to Step S4 and got into right leg 
pedal 4B. If it is Yes, it will move to Step S5, and the contents of a display of main screen 5 A in 
the display screen 5 are switched to a right-hand side picture pattern. That is, the left target 
picture element of the main image data in the image data storage section 12 is pulled out and 
displayed. 

[0038] If it is No at Step S4, it will move to Step S6 and a front picture pattern will be displayed 
on main screen 5 A of the display screen 5. That is, the front target picture element of the main 
image data in the image data storage section 12 is pulled out and displayed. 
[0039] the above flexibility is high, and front [ in / each main image data in the image data 
storage section 12 / in a control section 10 ], a colorful expression which has movement also 
pictorially becomes possible because boil serially either the left, a right target picture element 
and each auxiliary image data and it carries out a selection control according to operation of the 
shooting gun 3 and operation of left leg pedal 4 A and right leg pedal 4B 
[0040] In addition, instead of the right-and-left leg pedals 4A and 4B in the form of the above- 
mentioned implementation, you may have a pushbutton switch simply. 
[0041] 

[Effect of the Invention] Since it is suitable in the direction in which an enemy is present while 
flexibility is high and being able to perform colorful expression which has movement also 
pictorially, since the enemy who is out of the display screen arbitrarily can be attacked according 
to this invention as explained above, it does not waver towards there being no enemy and the 
effect that improvement in game nature can be aimed at is done so. 



DESCRIPTION OMDRAWiNGS 
[Brief Description of the Drawings] 

[Drawing 1] The perspective diagram of the shooting game equipment in which the gestalt of 1 



operation of this invention is shown. 

[Drawing 2] The electric block circuit diagram of the shooting game equipment in which the 
gestalt of this operation is shown. 

f Drawing 31 Drawing explaining the change of the display screen which shows the gestalt of this 
operation. 

[Drawing 4] Drawing of the display screen showing the gestalt of this operation. 

[Drawing 5] Drawing of the switched display screen showing the gestalt of this operation. 

[Drawing 61 The flow chart view in alignment with advance of a game showing the gestalt of 

this operation. 

[Description of Notations] 

F, L, R ~ Target picture (enemy), 

5 — Display screen 

1 - Display means (display), 

12 - Storage means (image data storage section), 

3 - Shooting gun, 

4A — Left leg pedal, 

4B Right leg pedal, 

10 - Control means (control section). 
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